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1. Introduction 
For the past several years, a new sport has been all the rave. While some might argue against it 
being called a sport, the players are submitted to a gruesome training program and have as much 
discipline as the top athletes of the world. I am talking about eSports.  
eSports is an abbreviation for electronic sports and is defined as competitive tournaments 
of video games, especially among professional gamers.
1
 Many people believe that eSports is 
something people do for fun, not as a profession. The ‘athletes’ are lazy and just sit behind a 
computer, or so the argument goes.
2
 So, how is it a sport? The people who are part of the eSports 
world as professional gamers have a very strict training program. Team Liquid, a North 
American League of Legend team, told Business Insider in 2015 that they practice a minimum of 
50 hours a week, and most of them also practice in their free time.
3
 Professional gamers compete 
in several competitions a year, be it national or international competitions. Like sports in the 
traditional sense, the teams have sponsors, there is a title and a money prize to be won, and most 
importantly there are thousands and thousands of people who watch eSports events and are very 
passionate about their favorite team.  
As an example of how eSports compares to traditional sports, take the case of soccer: 
soccer has set rules regarding their players, competitions, sponsors, coaches and their overall 
league. It has a lot of competitions annually, attracting thousands and thousands of viewers and 
supporters. Their players are recognized as top athletes, they earn huge sums of money and are 
sponsored by well-known brands. Soccer fans are frequently seen as very nationalistic or 
patriotic, supporting their teams through wins or loses and consistently watching their matches 
and tournaments. The tournaments that garner the most supporters and viewers in soccer are the 
UEFA Cup and the World Cup.
4
 During the World Cup, the supporters become very supportive 
of their country’s team. The competition revolves around which country is the best in soccer. 
Seeing as eSports is accepted more and more as a sport, this thesis will research how nationalism 
is constructed, and to what extend nationalism is present in eSports.  
eSports is a collective name for all the electronic sports, so the term is quite broad. To 
make it less broad, League of Legends (LoL) was chosen as a case study. The reason for 
choosing LoL is because it is an online pc game that is played by millions of people, and it is 
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currently the most popular game in the world.
5
 The LoL World Championship 2016 live 
streaming had 42 million unique viewers and the LoL World Championship 2017 live streaming 
had 364 million unique viewers.
6
 Also, LoL has an extensive Wikipedia-like platform, 
Leaguepedia, which is very well monitored and very accurate. Because this is such a new topic, 
there are not many academic sources available. Therefore, I heavily rely on content that was 
written by supporters, and by people who have been a part of the LoL world since the start.  
LoL is classified as a ‘Multiple Online Battle Arena’ game. It is owned by Riot, an 
American company, and Tencent, a Chinese company. It was first released in 2009, and by 2011 
it was already an established well-known game with its own World Championship. In 2017 Riot 
hosted the 7
th
 LoL World Championship.  
This thesis will discuss how nationalism is constructed in LoL, and to what extend 
nationalism is present in eSports. Nationalism in LoL will be divided in two categories, Chinese 
nationalism and Western nationalism.  
My research methods will be a discourse analysis, an interview and a questionnaire. I will 
briefly discuss them. 
While writing my thesis, the LoL World Championship 2017 took place in China. This 
was the biggest event of the year for LoL, so I analyzed what was discussed on forums. 
The questionnaire was distributed through Western platforms; Reddit, LinkedIn, and 
Facebook,  but also through a Chinese platform; WeChat. A questionnaire is a straightforward 
way to reach a large number of people, however some problems were encountered while doing 
the research which will be discussed later.  
For the purpose of this thesis, an interview with Kenrick Davis was conducted. Davis is a 
Shanghai based reporter for Sixth Tones. He wrote several articles about eSports and the LoL 
World Championship 2017. His interview can be found in the appendix. 
I expect that nationalism will be more present in the Chinese audiences than in the 
Western audiences. There are several reasons why I expect this. When looking at sports, such as 
soccer, China often trails behind. China joined FIFA in 1931, since then the Chinese team has 
only qualified once, in 2002, to compete in the FIFA World Cup.
7
 However, in eSports nobody 
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has an advantage. In regards to the players starting point, the playing field is leveled, and this is a 
place where they can dominate.  
Furthermore, in LoL the Chinese teams are classified as “China”, the teams represent one 
country. The European and American teams are classified as Europe or North America, which 
are continents, not one country. These two continents will be referred as ‘regions’ going forth. 
This, I believe, makes it harder for people to be nationalistic or recognize the team as 
representing them or their country. Another reason is the long history of nationalism, how it has 
developed, and how nationalism is expressed in each country or on in each region. There is a 
significant difference between Chinese and Western nationalism, which will be discussed in the 
chapter about nationalism.  
1.1 Overview of chapters 
My whole thesis depends on how I define nationalism, therefore chapter two will provide a clear 
overview and definition of nationalism, and chapter three will elaborate on my methodology. 
Chapter four will discuss eSports, chapter five will introduce my case study: League of Legends, 
and chapter six will give an overview of the results or discoveries, as well as the limitations, how 
nationalism is constructed in eSports, and how this research fits in the context of understanding 
eSports. 
 
  
2. Nationalism 
Different scholars would argue that nationalism emerged in different periods of time and in 
different ways. Some would argue that nationalism emerged in the 18
th
 – 19th century in Western 
Europe and America, when the principle of national sovereignty first developed. Gellner argues 
that the need for an unified language and literacy was high, because of the rapid change in 
modern society, industrialization and the decline of traditional social structures. Nationalism was 
pushed forward to justify the claim of unity. 
8
 Hobshawm would argue that it was created 
between 1870-1914 by people whom had their self-interest in mind. The government would 
create national symbols and traditions to tie other nation-states and political elites to them and 
their country.
9
 What most of them agree on is that nationalism needs to be supported, intensified 
and periodically reasserted.
10
 A nation-state is characterized by a representative institution, fixed 
borders, public jurisdiction, and popular identification with the state through education.
 11
 
Before continuing , the definition of a nation will be discussed. After defining the concept of 
a nation, I will define nationalism and focus mainly on Chinese (online) nationalism.  
2.1 What is a nation? 
Nations are hard to define in objective cultural, political, and geographical features. For example, 
Switzerland is a nation, but does not have one central language. After the First World War the 
economic power was distributed unevenly throughout the world; it was either monopolized by 
the colonialists or businessmen. As a consequence of colonization and the shifting of borders, 
bilingualism meant access to the models of nationalism, nation-ness and nation-state.
12
  
Anthony D. Smith defined the concept nation as: 
A named human community residing in a perceived homeland, and having common myths and a 
shared history, a distinct public culture, and common laws and customs for all members.
13
 
There are three other ways to define a nation: 
1. A nation is an inclusive political community and every nation has its right for a 
political state. 
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2. A nation is a moral community, it is a group of people who are prepared to sacrifice 
and to endure hardship for a common goal and for each other.  
Gellner supports this point. He provides two definitions; people are only of the same nation when 
they share the same culture, culture is here defined as a unified language and the same social 
standards of behavior. The other is when someone recognizes somebody else as of the same 
nation. For example, if it is recognized that the person has the same rights and duties because 
they belong to the same nation.
14
  
There are several ways to define a nation, however in regards to this thesis the most 
interesting and relevant way to define a community is Benedict Anderson’s definition; 
3. A nation as an imagined community. 
Generally speaking, people imagine nations as a concept within borders, it is a reason why rulers 
tried to expand their territory; to expand their nation. According to Anderson, a nation is a 
community where people have a shared feeling of belonging and comradery. A nation is not built 
on historical tradition, but imagined by people who went to the same kind of school, viewed or 
listened to the same media or share the same mental map of the nation.
15
 
The nation is imagined because the members of even the smallest nation will never know most of 
their fellow-members [...] yet in the minds of each lives the image of their communion. 
It is imagined as a community, because, regardless of the actual inequality and exploitation that 
may prevail in each, the nation is always conceived as a deep, horizontal comradeship.
16
 
The theory presented in this case study is that Riot, to some extent, does not see nations 
as a nation within borders. Their nations are divided outside country borders as well. In regard to 
their competitions, they strictly look at which gaming server a team plays. These gaming servers 
serve as an imagined community created by Riot. Since in Europe there is a European gaming 
server and not separate country servers, the imagined community is defined as Europe and not as 
France, The Netherlands, Spain, etc. The same goes for North America; the teams are classified 
as the North American teams, not as the USA team or Canadian team. There are exceptions of 
course, such as the China server or the South Korea server. Kenrick Davis also sees this as a 
reason why Western teams may be less nationalistic than Chinese teams: 
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In the West, eSports teams are not really seen as representing their nation. This partly has to do 
with the way the regions are divided – with “North America” and “EU” (Europe) – in  
categories people do not feel very nationalistic about.   
Before elaborating more on this, a definition of nationalism must be given. 
2.2 Nationalism  
According to Anderson there are three different types of nationalism: creole, linguistic (or 
vernacular) and official nationalism.
17
 However, what is nationalism? 
Nationalism is defined by Encyclopedia Britannica as;  
Ideology based on the premise that the individual’s loyalty and devotion to the nation-state 
surpass other individual or group interests.
18 
 
This is not to be confused with patriotism. Which is defined by Merriam-Webster as:  
Love for or devotion to one's country.
19 
 
Nationalism unites people through their shared cultural background, which includes 
language and heritage. While patriotism unites people through their shared beliefs and values. 
Nationalism makes one think only of one’s country’s virtues and not its deficiencies. Nationalism 
can also make one contemptuous of the virtues of other nations.  
Patriotism, on the other hand, pertains to value responsibilities rather than just valuing loyalty 
towards one’s own country. 20 
Despite these definitions, Billig’s argued that the term ‘nationalism’ reflect the beliefs of 
‘others’, however, patriotism reflects the beliefs of ‘us’.21 He further mentions that nationalism is 
also a way of being within the world of nations.
22
 
According to Anthony D. Smith there are currently several definitions of nationalism
23
: 
1. A process of formation, or growth, of nations; 
2. A sentiment or consciousness of belonging to the nation; 
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3. A language and symbolism of the nation; 
4. A social and political movement on behalf of the nation; 
5. A doctrine and/or ideology of the nation, both general and particular. 
For the Chinese players the third definition is more important than the second. There are 
cases in which Chinese players would attack somebody in a game if they could not identify that 
person as Chinese. 
From among a group of red-clad game avatars, a voice calls out in Mandarin: “There’s a 
foreigner; the guy in the black shirt is a foreigner! Kill him!” 
Sixth Tone covered such a case in the game H1Z1: King of the Kill, a popular online 
survival video game.
24
 They interviewed Gu Wenlong, a Chinese gamer who lead an army of 
Chinese players, nicknamed the Red Guards, to attack the (foreign) enemies. During his 
interview he stated: 
In real life, I do not think that we Chinese are particularly unified because of cultural differences 
among regions, but when it comes to the game, we are all speaking Chinese. Your followers can 
understand you; they can help you. 
One of the Chinese participants of the questionnaire mentioned that she supported 
Chinese teams due to the shared language. In these instances, the shared language, Chinese, is 
unifying the players and they live in their own community.  
2.3 Chinese Nationalism 
Chinese nationalism is very specific due to historical reasons. Chinese nationalism is 
based on their past humiliations, which since the Opium War of 1840 has shown a feeling of 
insecurity. Before the contact between China and the West in 1840, China was more an empire 
than a nation state. Peter Hays Gries also argues that the narrative of the Chinese identity 
revolves around their humiliations of the past.
25
 
China held a dominate position in the world before their fall in 1840, their defeat was heavily felt 
due to their prior position and they considered this a huge humiliation. This event fueled their 
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 Hays Gries, P., 2004. 
resistance and hate of outside ideas and foreigners, and reinforced their nationalistic feelings. 
26
 
Here China refers to the Qing Dynasty, because for the people of the Qing Dynasty the term 
‘China’ was not the way that they identified themselves. 27  ‘China’ is a term that the West used 
to give the nation a name. However for the purpose of clarity, going forth it will be referred to as 
China. This contact changed China into a modern state and a nation. 
28
 
There are several different forms of Chinese nationalism, which are still present in the 
People’s Republic, that will be discussed; the official nationalism, contemporary nationalism, the 
modernizing nationalism of the reformist elite, and the pro-West nationalism.  
The official nationalism is based on the communist ideology and preoccupies itself with 
maintaining the monopoly of politics of the Communist party; in China it is synonymous with 
‘patriotism.’ The official nationalism is also considered ‘revanchist nationalism’, and has racist 
and xenophobic tendencies, due to their past humiliations. 
Contemporary nationalism was formed by the political and intellectual elites of China. 
The elites have a very important role when it comes to conceptualizing, manipulating, and 
propagating this kind of nationalism. They tend to lean more towards authoritarianism, while 
moving away from democracy. This type of nationalism does not only have strong feelings 
against anything western, but also against everything foreign, including Chinese people who 
were not of Han descent.
29
 
This is also somewhat visible in video games. According to a study about the changing 
face of gaming in China, Chinese gamers dismiss foreign games, and prefer to play Chinese 
games to support the Chinese market to some extent.
30
 
Modernizing nationalism of the reformist elite does not focus as much on being anti-
Western as the other nationalisms, they do however want to do things differently than the West.
31
 
It is often used to create unity in society, and to defend the international interest of the nation.
32
 
One example is Kang Youwei, he favored to study the techniques and ideas of the West, 
however, he was also a firm supporter of a renovated Confucianism.  
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Pro-West nationalism uses the Confucian methods of educating people slowly and 
advocating for democracy. It tries to build on several aspects of Chinese tradition, however, it is 
heavily inspired by the West. 
33
 A few examples of pro-West nationalists are: Sun Yat-Sen, Lu 
Xun and Yan Fu.  
Nationalism is a part of the discourse of the Chinese Communist Party, these days it is 
trying to find the foundations of a legitimate national territory, an authoritarian national identity 
and govern by virtue or by benevolence in the Chinese Confucian and Imperial tradition. 
34
 
2.4 Chinese Online Nationalism 
In China the internet plays an important role in changing the nature of political debates and 
activity.
35 
Using the internet has become a new style of Chinese politics to critique the 
government policy or their performance. It is also used to propose new policy initiatives.
36 
According to Xu Wu in his dissertation about Chinese Cyber Nationalism, the premise for the 
existence or legitimacy of the CCP is Chinese nationalism.
37
 He remarks that the two historical 
consequences, China’s state-led nationalism and grass-roots spontaneous nationalism, are due to 
China’s new wave of nationalism.38  
Like Cabestan, Wu discusses the ‘losing face’ nationalism. China’s Taiwan policy is a 
symbol of China’s humiliations and its future glory.39 The fact that foreign powers are meddling 
in the unification of Taiwan and China, is adding salt to the wounds of Chinese nationalists.  
The difference between Chinese nationalism and other countries’ nationalism lies in its 
origin, behavior pattern, and policy preference.
40
 According to Shambaugh, Chinese nationalism 
is assertive in form, but reactive in nature, and is described as defensive nationalism. 
As mentioned above, the form of nationalism that is present in eSports is mainly 
language based. However, nationalism is also encouraged in video games. In 2013, the Chinese 
Global Times paper released a game based on the China-Japan dispute about the islands known 
as Diaoyu-islands, or Senkaku in Japan, called “Recover the Diaoyu Islands.” The aim of the 
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game was to recapture the island with People’s Liberation Army vessels.41 Which created the 
feeling of ‘us’ against ‘them’, reinforcing the nationalistic feeling.  
There are several different ways to define a nation or nationalism. There have also been 
countless discussions on how and why nations and nationalism came to existence, and how they 
develop. In the next chapter, eSports, LoL and how nationalism works in the imagined 
communities created by Riot will be discussed. 
 
  
                                                          
41 Boehler, P., 2013. 
3. Methodology  
The research methodology and theoretical framework of this thesis are based on social 
anthropology and nationalism. Currently I am in China and coincidentally the League of Legends 
World Championship 2017 are held in China. One of the research methods that will be used is a 
discourse analysis. The main platforms of the discourse analysis will be the “subreddits”. 42 It 
will specifically focus on the interaction between different people. Ideally the analysis would be 
the discourse between people from different countries, however, it is difficult to know the origin 
of the commenters. It would be unrealistic to perform a discourse analysis of all the discussions 
about the LoL World Championship 2017, hence the decision to perform a discourse analysis on 
posts concerning the semi-finals of the LoL World Championship 2017. 
3.1 Discourse Analysis43 
Discourse analysis has, over the years, gained different meanings to different scholars in 
different fields. According to Schneider, the main focus of discourse theory is the human 
expression, in the form of language. It highlights how such expressions are linked to human 
knowledge.
 44
  According to Van Dijk, an ideological discourse analysis is to systematically link 
structure of discourse with structures of ideologies.
 45
 Ideologies are defined as shared 
representations of social groups. The members of these social groups reproduce and express 
these ideologies in their social practices and the ideologies are, through discourse, obtained, 
modified and confirmed.
46
 In the traditional sense the focus of a discourse analysis would be on 
language, especially for scholars working with a critical discourse analysis. However, a 
discourse analysis is more than that. I would also include sounds, signs (gestures, facial 
expressions etc.) and intonation to the list, based on body language and intonation you can make 
a number of observations.  
I think a majority of the Chinese supporters of the LoL World Championship 2017 will 
favor the Chinese team, as the feeling of a Chinese community is bigger in China than elsewhere. 
Because this research focuses on Chinese nationalism, I will analyze the discourse on the 
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43 See appendix. 
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45 Van Dijk, Teun A., 1993, p. 143. 
46 Van Dijk, Teun A., 1993, p. 143. 
“subreddit” about the semifinals, the matches where the last two Chinese teams were eliminated 
from the competition by two South Korean teams.  
The Korean teams have been a public favorite for years, due to their aggressive play and 
overall good team-work. They are known to excel in eSports, therefore, they garner a lot of 
attention and support over the world.
47
 Because of their popularity and excellence in eSports, it is 
unsurprising that they eliminated the Chinese teams easily. I believe, the discourse will favor the 
Korean teams, and may be somewhat negative towards the Chinese teams, because they are not 
the ‘best’ team. The opposite might also be true; they might applaud the Chinese teams for 
coming as far as they did.  
The purpose of this discourse analysis is to examine how people view the Chinese teams 
and to research whether people are inclined to view the Chinese teams in a positive or negative 
light. 
3.1.1 Platforms 
The platforms that were chosen to conduct this analysis on are Reddit, specifically the League of 
Legends “subreddit”, and the forum on the official League of Legends website. 
The comments posted on the “subreddit” League of Legends on Reddit were analyzed. In 
particular, the threads covering the matches of the two Chinese teams versus the two Korean 
teams. The thread covering the match of Royal Never Give up (RNG) versus SK Telecom 1 (SK 
T1) has 4260 comments and the thread covering the match of Team WE versus Samsung Galaxy 
(SSG) has 1709 comments, due to time restrain, it would not be possible to read through all of 
them. Reddit has a feature where you can read the top 200 comments. They select the comments 
that have the most up votes. Generally speaking, these 200 comments reflect the common 
discourse of the people viewing, reading and commenting on the thread. Out of the 400 posts, 84 
posts/comments were analyzed. These can be found in the appendix. 
A selection of these posts was also made for this discourse analysis, often the posts would 
be a repetition or a variation of other posts. Such as: ‘Oh, two Korean teams in the final again!’ 
Posts that made jokes about the teams or players were also discarded. Comments such as: ‘Faker 
trying to get level 7 mastery on Galio this World's.’ are not relevant for this thesis, and therefore 
discarded.   
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Background information 
The match of RNG vs. SK T1 was held on 28-10-2017 and the match of WE vs. SSG was held 
on 29-10-2017, both in Shanghai at the Shanghai Oriental Sports Center. SK T1 won the match 
3-2, placing themselves in the finals against SSG. SSG won their match against WE by 3-1. 
Afterwards they defeated SK T1 by 3-0 and became the 2017 World Champions of LoL. 
 
In general, people were not all too thrilled with the two Korean teams going to the finals. 
Most of the comments on these two threads were complaints that there were two Korean teams, 
again. Ever since the Korean server was established, after the very first LoL World 
Championship, a Korean team has qualified for the finals. Which amounts to six finals out of 
seven finals in which a Korean team has been present. SK T1 have been in the finals four times, 
and they have won the title World Champion three times, in 2013, 2015 and 2016. SSG have 
been in the finals twice, three times if Samsung White is considered. Samsung White took the 
Champion title in 2014, and SSG in 2017. 
Although the commenters were not happy about having two Korean teams in the finals 
again, they did not mention that they would rather have the Chinese teams in the finals. They 
recognized that the Korean teams played better, and that the Chinese teams made some mistakes. 
Some commenters felt sorry for the Chinese teams that they were not able to advance while 
holding the World Championship in China. There were several posts that remarked how quiet the 
crowd went as soon as they realized that the Korean team would win, mentioning that the 
stadium turned into a library. Based off the comments, it can be concluded that the supporters in 
the stadium were first cheering for the Chinese teams, but stopped cheering when they saw that 
they were losing.  
3.2 Questionnaire48  
Instead of interviewing people attending the World Championship, I created a questionnaire 
which was posted on several platforms. The aim of the questionnaire was to figure out what the 
viewpoint of players and viewers in regard to nationalism in eSports is. The questions were 
formulated in a way that the participants were not directly asked what their opinion on 
nationalism in eSports was. The questions focused on how they would feel if X happened, or 
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what they would think if Y happened. The findings will be compiled in a graph to make it a 
coherent and transparent whole. 
While this thesis mainly focuses on Chinese nationalism, it is important to be able to 
compare the Chinese views to other countries or nationalities. A research paper should be able to 
give an overview of the subject being researched and compared to the rest of the world as best as 
possible. To accomplish this, an English and a Chinese version of this questionnaire were made 
and distributed on both Western/international platforms and Chinese platforms.
49
  
The purpose of this questionnaire was to get an in-depth view of how viewers of eSports 
or players of online PC games feel about their region’s team, how they support their teams and to 
what extent their support is.  
There were 88 people that completed the questionnaire on the Google form. After 
filtering all the answers, removing all the forms of people that didn’t play online games, knew 
what eSports was, and did not watch eSports, 42 answer forms remained. The Chinese 
questionnaire had 11 answer forms. 
3.2.1 Platforms 
The purpose of these various platforms was to reach a large base of people and for a variety of 
nationalities to complete the questionnaire.  
Facebook 
One platform used was Facebook. My network on Facebook is extensive, and the participants 
were able to easily share the questionnaire to their network. The only issue was that the majority 
of participates were Dutch, resulting in a rather one-sided view. My network also had gamers 
that were not Dutch, for that reason the English version of my questionnaire was posted on 
Facebook as well. The few Chinese gamers that could fill in my questionnaire, are proficient in 
English, therefore the English version was sufficient.  
Reddit 
Another platform used was Reddit. To be specific, the questionnaire was posted on the 
“subreddit” of League of Legends and on the China “subreddit”. A ‘throwaway’ account was 
created for distributing the survey on this platform. 
                                                          
 
Subreddit League of Legends 
This “subreddit” has 1.268.832 members, and is very active. On this platform I used the English 
version of my questionnaire in the Google Forms format. The reason for using the English 
version is because Reddit is an international platform, and this was a way to reach as many 
people as possible. Posting the questionnaire on Reddit made it possible to research the views of 
non-Chinese and non-Dutch nationals, thus broadening the scope of the research on nationalism 
in eSports and LoL. 
Since it is the main “subreddit” of LoL, the questionnaire quickly disappeared under all 
the other new posts. 
Subreddit China 
This “subreddit” has  52,463 members. The questionnaire was posted on the China “subreddit”, 
because this research focuses on China and Chinese nationalism. The China “subreddit” consists 
of a mix of Chinese nationals and people holding other nationalities. For that reason, the English 
questionnaire was posted in the Google form format and the Chinese questionnaire was created 
on a Chinese website to reach as many people as possible.  
Like the “subreddit”  League of Legends my post quickly disappeared due to newer posts. 
Furthermore, the topic of this research, eSports, is quite specific and this subreddit covers 
everything concerning China, therefore the chance of the questionnaire being successful were 
slim. 
LinkedIn 
The questionnaire was also posted on my LinkedIn page. My network on LinkedIn is not that 
extensive, however like Facebook one can re-post the questionnaire on their personal LinkedIn 
page. LinkedIn consists of different people all over the world, therefore the questionnaire was 
posted in the English version.  
WeChat 
WeChat is a Chinese platform, that is comparable to Facebook and WhatsApp. The reason why 
WeChat was used is because it is has an easy interface, and the platform allows users to easily 
connect and ask questions. In this case, it was easy to distribute the questionnaire on WeChat. 
However, Google Forms is banned/censored in China, therefore  a different method of 
distributing the questionnaire within the Chinese focus group needed to be found. 
As mentioned before, WeChat has a lot of functions and uses. This app also had a 
website/app especially for questionnaires. After creating a new account and the questionnaire on 
the website, it was posted on my WeChat “moments”, which is similar to the Facebook 
“newsfeed”. Like all the other platforms used, with the exception of Reddit, other people could 
share and re-post the questionnaire to their “moments”. The questionnaire was also posted in 
several gaming WeChat groups and other group chats.  
Based on the questionnaire, the Korean teams are among the favorite in LoL. Most 
participants commented on the fact that they win most of the time and that they also consider the 
Korean teams to have the best LoL teams. When asked why they support or do not support a 
team from their country, most of them answered that they didn’t have any, which is true. The 
questionnaire did not specify that it was based on the servers or regions. Most participants 
remarked that their country did not have their own team, thus there was a plethora of teams from 
different regions mentioned as their favorite. Most participants also did not care if someone from 
a different nationality played for a team of a different region. Some said that it was a good way 
to move up, some commented that it should not matter because eSports is an international sport. 
However, when asked what they thought about a team having players from different countries 
most of them did not consider a team from one country or region. One participant remarked that 
the EU teams “pull this off” more than the Asian countries. Notable was that when specifically 
asked what they thought about teams that have more players with a different nationality than the 
team’s regional affiliation, most of them replied that they did not feel that the team was 
representing that region anymore. This would never happen, because the rules to some extent 
prevented this from ever happening. It is remarkable that most participants do not mind players 
with a certain nationality playing for a team with a different regional affiliation, however when 
the team consist of more players with another nationality they lose their place as representing 
their region and are somewhat considered ‘rogue and mixed’ teams.  
3.2.2 Compilation of Questionnaire 
Question 1-4 General 
To determine the demographic, people’s age and gender was asked. It is possible that the way 
people view nationalism is determined by age. Moreover, women and men often have a different 
standpoint.  
The questions regarding nationality and place of residence were used to determine the 
difference in how nationalism works with Chinese people and people that are not Chinese. As 
explained in the previous chapter about nationalism, all countries display nationalism differently 
and in different degrees.  
Question about Online PC games and LoL 
For the questions about eSports and League of Legends the question about how many hours a 
week they play was specifically added. From these answers could be determined how big their 
interest was in League of Legends. For example, if somebody claimed to play online PC games 
40 hours a week, but online four hours a week of that is spent on League of Legends, I could 
deduce that their interest in LoL was not enough to have a very strong opinion about the teams or 
players of League of Legends. However, somebody who plays ten hours a week and solely plays 
League of Legends and watched their tournaments on a regular basis would have a more 
interesting opinion that could be used, rather than somebody whose main interest lies in other 
games.  
To understand certain nationalistic views or how nationalism implements itself in eSports 
or LoL, different hypotheses were posed to the participants. Such as: ‘How would you feel if your 
favorite team would lose from a team of your country/region’ or ‘Do you still consider teams 
from a country/region with more “foreigners” in their team than natives still a team from one 
country/region.’ Depending on their answers I could possibly deduce two things, are you more 
loyal to your country/region or are you more loyal to your favorite team/ your preferred team, 
and how do they perceive teams and how do they identify the nationality that a team belongs to. 
The question: ‘How do you feel about players from your country/region switching to a team from 
a different country/region?’ was also asked. This question relates to loyalty, but also nationality. 
It could be interpreted as; ‘Do you think players should be loyal to their country/region and keep 
playing for that team/region?’  
For both the eSports and LoL section, it was noticeable that when asked who they 
considered to represent their country/region the best or have the best player, the majority of the 
participants answered on both questions South Korean. I already suspected the outcome for these 
questions, because when analyzing the player rosters of the different teams it became evident 
that most teams have had or have South Korean players. The South Korean have also, to put it in 
gamer termers, dominated not only the LoL world, but various other eSports games/tournament. 
For example, Dota2 has been reigned by South Korean teams for years. Also StarCraft, a very 
popular and one of the first eSports games, has been dominated by the South Koreans.  
Based on the questionnaire, the Korean teams are among the favorite in LoL. Most 
participants commented on the fact that they win most of the time and that they also consider the 
Korean teams to have the best LoL teams. When asked why they support or do not support a 
team from their country, most of them answered that they didn’t have any, which is true. The 
questionnaire did not specify that it was based on the servers or regions. Most participants 
remarked that their country did not have their own team, thus there was a plethora of teams from 
different regions mentioned as their favorite. Most participants also did not care if someone from 
a different nationality played for a team of a different region. Some said that it was a good way 
to move up, some commented that it should not matter because eSports is an international sport. 
However, when asked what they thought about a team having players from different countries 
most of them did not consider a team from one country or region. One participant remarked that 
the EU teams “pull this off” more than the Asian countries. Notable was that when specifically 
asked what they thought about teams that have more players with a different nationality than the 
team’s regional affiliation, most of them replied that they did not feel that the team was 
representing that region anymore. This would never happen, because the rules to some extent 
prevented this from ever happening. It is remarkable that most participants do not mind players 
with a certain nationality playing for a team with a different regional affiliation, however when 
the team consist of more players with another nationality they lose their place as representing 
their region and are somewhat considered ‘rogue and mixed’ teams.  
3.2.3 Clarifications 
While many people filled in my Questionnaire, I noticed that some questions could have been 
formulated differently to get a better and clearer answer. For example, the question ‘Which game 
do you enjoy the most?’ could have been more specific. Such as, ‘What kind of 
competition/tournaments do you enjoy the most? I.E. The World Championship, Seasons, local 
tournaments?’. If the question had been formulated like that, I could have avoided answers like 
‘exciting games’.  
3.2.4 Scope 
I quickly found out that reaching out to Chinese players or viewers was going to be hard. 
Through Facebook, Reddit and LinkedIn I quickly had over 70 people who had filled in the 
English survey. The data collected was really useful in regards to researching Western 
nationalism, however the goal is to compare it to Chinese nationalism. Through WeChat, I was 
able to contact several people. A few people were willing to fill it in, and a few of them reposted 
it to their “moments”.  
However when I wanted to collect all the data of the Chinese survey, I noticed that for 
some reason my survey had been closed for more than a week. The website did not notify me 
that they closed my survey, or told me why they closed it. Opening the survey up again to public, 
was easy and since then it has not closed down again. I can only speculate that there was a 
technical glitch. It is unlikely that the website shut down my survey on purpose, because the 
survey is about eSports. Due to the unfortunate closure of the questionnaire, I only had 14 people 
who had filled in my questionnaire. Which made it impossible to compare the results.  
3.2.5 Modified Questions 
-Age Category, more specific: 
20-25, 25-30, 30-35 to 20-25, 26-30, 31-35 
-Placed an example at unclear question about what kind of tournaments they enjoy the most. 
‘What kind of games do you like? I.E. the World Championship, Seasons, local games.’  
3.3 Interview50 
Kenrick Davis is a reporter at Sixth Tone, he studied MSc in Modern Chinese studies at the 
University of Oxford. He mainly focuses on media, culture and arts as a reporter.  
Sixth Tone is one of the sources that is used for this thesis. Sixth Tone is an online 
platform where researchers, writers and editors from China and abroad post their pieces.
51
 I 
noticed that most of the articles on Sixth Tone about eSports and the LoL World Championship 
2017 were written by one person, Kenrick Davis. After sending him an email explaining to him 
what I was researching for my thesis and asking if he had time to answer a few questions, he was 
more than happy to help and allowed me to interview him. I asked him about his view on eSports 
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and how he thinks it will develop over time. Then I delved a bit deeper and asked him his 
opinion about nationalism in eSports and League of Legends and if he had noticed a difference 
between Chinese nationalism and Western nationalism. My objective for this interview was to 
have an expert opinion about my thesis subject and to see if there was a different opinion 
between an expert, the players and viewers, and me.  
After conducting the interview, it became clear that Davis and I had noticed similar 
pattern in LoL. For example, the imagined communities that was developed by Riot, but also the 
presence of nationalism or lack of nationalism due to these imagined communities. 
This all ties back to the imagined communities that Riot has created for LoL. In LoL, 
these communities are to some extent very flexible, a player is allowed to move from one 
imagined community to another. However, when the number of players from different regions 
exceed the number of players from the team’s regional affiliation it starts to become a ‘problem’. 
Furthermore, because Riot has created smaller already existing communities, for example the 
Korean or the Chinese communities, and bigger, not so common, communities, such as the EU 
and the NA communities, there is a difference in how the teams are perceived. For the NA and 
the EU teams it is common to have players with different nationalities, since they are 
representing a continent and not a country. For teams such as the Chinese or the Korean teams, it 
is less heard of to have many players with different nationalities. This will be discussed further 
when discussing eSports and League of Legends.  
  
4. eSports 
The word, eSports, was added last year in May to the dictionary after years of struggles and 
recrimination.
52
eSports can be compared to sport tournaments and many of the aspects and styles 
of the coverage mimic this. The key difference is that eSports viewers are watching gamers 
compete against each other using avatars in a virtual space, instead of watching a match in real 
life. Like all big sporting events these tournaments are also hosted by big stadium venues where 
people can buy tickets to enter and support their team.
53
  
Hamari and Sjöblom write:  
We define eSports (electronic sports) as a form of sports where the primary aspects of the sport 
are facilitated by electronic systems; the input of players and teams as well as the output of the 
eSports system are mediated by human-computer interfaces.
54
  
As with every tournament, eSports is also divided in different leagues and ladders. The 
players often belong to teams or organizations with a variety of companies sponsoring them. 
4.1 History of eSports 
The first big game competitions were in 1980, when Atari held a Space Invaders tournament. It 
drew more than ten thousand participants. 
55
 Furthermore during the 80’s and the 90’s several 
eSports events were broadcasted by different networks.
56
 Major League Gaming (MLG) was 
launched in 2002 and is currently considered to be the largest and most successful competition in 
eSports. MLG was also the first competition that was televised in 2006 with Halo 2. 
57
 Televised 
eSports events were very popular during this period, however soon streaming took over and is 
currently the preferred method of watching these events for many people.
58
 
Over the last few years, eSports has developed into a vast industry to rival the physical 
sport industry. Huge championships regularly attract millions of viewers. Multiple Online Battle 
Arena (MOBA) games are the type of game genre that attract the most interest. With LoL and 
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Defense of the Ancients 2 (DotA2) being the most popular ones.
59
 These two games are adored  
by fans for their streamlined format and game mechanics that lends to an easy-to-pick-up, hard-
to-master game.
60
 The major developers in this industry are Riot (LoL), Blizzard and Valve 
(DotA2). 
 
61figure 1.1: ESports Audience Growth. 
Since 2003, eSports has been officially recognized as a form of sport competition in 
China. The economic and creative benefits to China  provide a wealth of opportunity and as a 
result have succeeded in disbanding the prevailing stigma held for many years around eSports.
 62
  
According to Kenrick Davis:  
eSports in China has been developing since the early 2000s but it has exploded in 
popularity in recent years. Part of the explosion is due to the support that the government has 
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given it since about 2015. Many provinces cities are now saying they hope to develop eSports 
economies and gain growth from the sector. 
This activity has become a way to express ideas about social belonging, identity and class 
by the Chinese youth. In addition to this, eSports is a million dollar market. 
4.2 Economic Aspect 
eSports has become a major market. According to NewZoo the eSports market is a huge area of 
investment for many companies, especially game developers, and hardware manufacturers such 
as Razer. In 2016 the global eSports economy developed to be valued at 493 million USD. The 
biggest contributors were sponsorships and advertisements. Just to give an impression how much 
money is in eSports; the prize money of a Dota tournament in 2017 was 20 million USD.
63
 
 
 
64 Figure 1.2: 2016 Global eSports Economy.
 
When looking at the economic aspect of the eSports business the eSports revenue is 
expected to grow to US$1.5 billion by 2020, and the fan base will reach nearly 600 million.
65
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Currently an eSports fan generates US$3.65, and by 2020 a fan will generate US$5.20 of 
revenue.
66
  
4.3 Live Streaming 
eSports competitions are a way to generate income for gamers, the prize money and sponsorship 
money provides professional gamers with a huge portion of their yearly income. The bigger and 
more popular a competition is, such as the World Championship, the more money a professional 
gamer can get. However, to be able to enter a competition, such as the World Championship, you 
must be exceptionally good, and they only occur once a year. For most gamers, competitions and 
sponsors are not enough to survive. Therefore, a lot of gamer turn to (live) streaming. Gamers 
can record themselves playing a video game, they get money by sponsorships, wearing certain 
brands while playing, or by playing just one game. On some platforms viewers can even donate 
money to the gamers so that they continue being live streamers. Jeffrey Shih, a popular video 
game streamer, said that the best streamers can earn upwards US$100,000 based on their live 
streams alone
67
 According to a research conducted by NewZoo in 2016, over 470 million gamers 
watch online gaming content on a regular basis, this number will pass 500 million viewers by the 
end of 2016.
68
  Two of the most popular platforms to do this are YouTube and Twitch.  
In conclusion, not only competitions allow gamers to get a hefty sum of money, but 
streaming themselves gaming can also provide them with some serious cash. Live streaming is a 
big market, with the sponsorships, donations and advertisements gamers can live comfortably 
with just live streaming while they play their favorite game.  
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5. Case Study: League of Legends 
5.1 What is League of Legends? 
League of Legends (LoL) was released in 2009 by Riot Games, it was very well received and it 
became one of the most played online pc games ever. Since their launch, it has more than 67 
million players.
69
 LoL is a game which qualifies under the “MOBA” genre. This is a genre where 
players have to rely on their teammates to defeat their opponent.
70
  
 
71Figure 1.3: Every month, Newszoo and Overwolf make a ranking list of the pc games that are played the most in the US and EU. This is the top 
10 of October 2017. 
5.2 eSports in China  
eSports has more than 70 million viewers in China, who watch eSports multiple times a month. 
In comparison, the USA ‘only’ has 20 million viewers who watch eSports multiple times a 
month.
72
  
                                                          
69 Viana, B. 2017.  
70 Edwards, T.F.M., 2013. 
71 NewZoo, 2017.  
72 Wong, D., 2017. 
Currently China dominates the eSports industry, while in the past the USA and Korea 
were the biggest winners in eSports competitions. There are around 117 million eSports players 
in China, ranging from recreational to professional.
73
 According to Chris Pfeiffer, a Beijing 
based game developer there are two big reasons why the China is dominating the eSports 
industry.
74
 The first is accessibility. In China a lot of the games are free to play, while in the 
West you would have to pay first before you can play. This allows Chinese players to use games 
for free without having to purchase a license. This is also the reason why games have so many 
Chinese players. The second reason is that it is a big business. This year, during the qualifying 
competition of Overwatch in Shanghai, the winners who qualified for the World Championship 
won US$9000.
75
 This makes gaming a very lucrative opportunity for people.  
China also has big homebased game developers, for example Tencent. Tencent is a huge 
internet corporation in China. One of their popular owned gaming company is Riot, the game 
developer and publisher of LoL. Pfeiffer points out that if you are a big company in China it 
gives you access to one fifth of the world, which is a huge market.  
Riot is a LA based independent game company. It was established in 2006 with the aim 
to develop innovative online next-generations titles for PC and consoles.
76
 Since their launch in 
2006 they have published a total of two games and three mini games.  
As illustrated by figure 1.2, sponsorship is the biggest money generator in eSports. Riot 
has had little sponsorship, however Acer became their sponsor in 2016. Acer is their first stream 
sponsor at their annual League of Legends World Championship.
77 
LoL generated 1.6 billion 
USD last year for Riot.
 78
 While it seems that eSports relies on sponsorship, LoL makes the most 
revenue from in-game purchases.
79
 
5.3 LoL Tournaments 
The LoL tournaments are the biggest and most popular gaming tournaments in the world. It has 
millions of players all over the world. According to Digitaltrends.com, LoL has a player-base 
larger than one percent of the global population.
80
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Riot started organizing World Championships in 2011. The first World Championship of 
LoL was held in 2011 in Sweden. The very first team that won this championship is Fnatic. The 
first World Championship was a three-day tournament and it drew over 1.7 unique viewers. 
81
 
When the LoL World Championships were organized for the first time, the servers were limited 
to American and European servers. Players from all over the world joined the already existing 
teams. Starting from season two Riot added more servers, and by season three all currently active 
servers had been established.  
As mentioned before, the way a crowd responds to a team says a lot about their feelings. 
The LoL World Championship of 2017 were held in China, which means that the majority of the 
crowd was Chinese. Kenrick Davis interviewed Duan Yushuang, an eSports hostess and the LoL 
World Championship 2017 hostess. When asked what her impressions were of the LoL World 
Championship 2017, she answered that because the competition was in China there was some 
home advantages for the Chinese teams, and that everyone cheered the Chinese teams on. The 
crowds also treated the other teams with respect, even when they beat the Chinese teams.
82
 When 
Davis was asked how he viewed the LoL World Championship 2017 in regard to the Chinese 
players and spectators he said:  
Actually, there’s no change, this nationalism was there all along, this hope for victory 
and this dream of having a strong nation. It’s just clear to see when the competition is being held 
domestically.  
According to Davis, the nationalist aspect was the same. The silence of the crowd would 
indicate that the crowd was rooting for the Chinese team, several commenters mentioned that the 
lack of Chinese teams in the final would impact the sales of the tickets in the finals. However, 
the tickets for the finals in the Bird’s Nest stadium in Beijing had been sold out within a few 
minutes a few weeks prior. This was due to ‘scalpers’, who bought the tickets and planned to 
resell them for a much higher price later. When the Chinese teams got eliminated, the ‘scalpers’ 
were not able to resell the tickets for a higher price, and sold them for retail price again.
83
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84Figure 1.4: Bird’s Nest Stadium in Beijing during the LoL World Championship 2017. 
The stadium was packed with supporters, who considered the finals a re-match. The 
finals of the LoL World Championship 2016 was also between SSG and SK T1, SK T1 took the 
champion title that year.
85
 The lack of a Chinese team in the finals did not influence the people 
present in the Bird’s Nest. 
As mentioned in my previous chapter, Riot created the servers, therefore some teams are 
classified by region and not by country, creating an imagined community. Even though there is 
an imagined community, it does not guarantee that a team only has players from that community. 
I have noticed that Korean teams are the only one with people with the same nationality since the 
creation of a team. While the other region teams mainly have players from their imagined 
community, they all have or have had at least one Korean player. This will be elaborated during 
the discussion of the player rosters.  
I expect that the nationalistic feeling is more present with teams that mainly consist of 
players of the same country, instead of players from regions.  
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5.4 League of Legends Player Roster86 
For this part, I will look at the most popular LoL teams and analyze their player roster. I will 
look at their past and current player roster. The term ‘popular’ is a very subjective term in this 
thesis, because it all depends on who you ask is the most popular team. For the objectivity of my 
thesis, I will pick the two most ‘popular’ teams from a region from a ranking list.87 The rankings 
are based on how well they perform in competitions. The ranking list is a top 50 ranking that gets 
update frequently due to the World Championship 2017. My analysis will be based on the top 10 
teams on the 7
th
 of October. 
 
88Figure 1.5: LoL Rankings according to GOSU LoL. Date: 07-12-2017. 
 
It is important to note here, that when I talk about region, I am referring to the servers 
that Riot has or the imagined communities that Riot has created.  
My objective with this part is to showcase the lack of homogenous in a team. With a few 
exceptions, it is very rare to see a team that has had, from start to finish, a team with only players 
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with that regional affiliation or country’s nationality. Also, I want to display how intricate and 
how fast a team can change players. This whole part is based on Leaguepedia.com, the players 
nationality on the website is based on where they were born and not, like specified in the rules, 
where they reside.  
According to the rulebook it does not matter what nationality a player has when joining a 
team, as long as they live in the region/country that they are representing. The EU rulebook is 
being used here, however the rules that are mentions are the same for all leagues.  
Rule 1.2.1 
89
 
All players shall certify their residency upon participation in the EU LCS, the EU CS and 
the World Championship event by submitting an eligibility form and providing proof of residency. 
If a player is allowed to reside in multiple regions; the following rule applies: 
Rule 1.2.6 
A player may only be a resident of a single region at any point in time. Upon joining a 
team’s active or substitute roster, a player will be considered a non-resident until and unless 
they declare themselves a resident and meet the standards set forth in this rule. A player who has 
lawful permanent resident status in multiple regions cannot be a resident of two regions 
simultaneously per this rule. Once a player declares residency in one region in which they are 
eligible, in order to switch residency to the other region, they must have participated in at least 
50% of regular season matches of their team within that region in its most recent split. 
For the inclusivity of my thesis I will also include the two highest-ranking EU teams to 
my analysis. For my analysis I chose the two Korean teams SK Telecom T1 and Samsung 
Galaxy, two North American teams Team SoloMid and Cloud 9, the two Chinese teams Team 
WE and Royal Never Give Up, and the two EU teams G2 eSports LoL and Fnatic LoL.  
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5.4.1 Chinese teams 
Both Chinese teams compete normally under the LoL Pro League (LPL), which is a League 
where only teams based in China compete in. They also have their own server based in China 
(Shanghai). 
Team WE
90
 
Team WE is the first eSports club based in China and formed their first LoL team in 2011. 
Team WE was best known for their Warcraft 3 team and also have teams for Starcraft 2 and 
DotA. There are currently 10 active players in their roster and two temporary subs.  
 
ID Name 
 
957 Ke Chang Yu (柯昌宇) 
 
LaoZhou Zhou Chao (周超) 
 
Condi Xiang Ren Jie (向人杰) 
 
Xiye Su Han Wei (苏汉伟) 
 
ZBB Ke Zhi (柯智) 
 
Mystic Jin Sung Jun (진성준) 
 
Raison Jeong Soo Bin (정수빈) 
 
Ben Nam Dong Hyun (남동현) 
 
Conan Ke Yi (柯宜) 
 
Zero Yoon Kyung Sub (윤경섭) 
 Temporary Subs  
 ID Name 
 
Sicca Li Hao-Yu (李浩宇) 
 
AhrI Liu Xu-Dong (刘旭东) 
Figure 1.6: Roster of Team WE. 
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In their active roster there are currently six players with a Chinese nationality and four 
players with a Korean nationality. Their temporary substitute roster has two players with a 
Chinese nationality. Their very first team consisted out of players who all have a Chinese 
nationality and one player who has a Hong Kong nationality. Until July 2014, their team 
consisted out of players with a Chinese nationality, and YJTM who has a HK nationality. Sin, a 
player with Korean nationality, joined that year. Team WE has had a total of 34 players; eight 
Korean players, one player with a Hong Kong nationality and 25 players with a Chinese 
nationality. 
Royal Never Give Up
91
 
Royal Never Give Up is a China based team that was created in 2015.  
 
ID  Name  
 
LetMe  Yan Jun Ze (严君泽)  
 
Koro1  Tong Yang (童扬)  
 
mlxg  Liu Shi Yu (刘世宇)  
 
Y1HAN  Hu Zhi Wei (胡志伟)  
 
Xiaohu  Li Yuan Hao (李元浩)  
 
Uzi  Jian Zi Hao (简自豪)  
 
Wuxx  Wang Cheng (王城)  
 
y4  Wang Nong Mo(王弄墨)  
 
Ming  Shi Sen Ming (史森明)  
Figure 1.7: Roster of Royal Never give. 
They are a team that have a player roster with only players with a Chinese nationality. In 
May 2015 Royal Never Give Up started with a player roster consisted of only players with a 
Chinese nationality. In December 2015 they added three players with a Korean nationality, after 
three players with a Chinese nationality left. Looper, inSec and Mata are the only Korean players 
that have played for Royal Never Give up to this day.
92
 In 2016 they all transferred to different 
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teams. Royal Never Give Up has had a total of three players with a Korean nationality, one 
player with a Taiwanese nationality and 17 players with a Chinese nationality. 
Also notable, is that the team has only had one Chinese coach, opposed to the three 
Korean coaches that they had in total. Their head coach until now has been Firefox, a Taiwanese 
national.  
  
5.4.2 North America teams 
Both Team SoloMid and Cloud 9 compete in the North America League of Legends 
Championship Series (NA LCS). All countries in the North American continent are qualified to 
compete, however the server is based in the United States of America (Chicago). 
Team SoloMid
93
 
Team SoloMid (TSM) is an American based team that was created to participate in the Riot 
Season 1 Championship. TSM was eliminated from the World Championship 2017 during the 
group stage. However, TSM is the only team that has participated in every LoL World 
Championship and every North American LoL Championship Final. 
Their current player roster consists of 4 North American players, three Danish players 
and one Chinese player. Their team has no subs. 
 
ID Name 
 
Hauntzer  Kevin Yarnell  
 
Svenskeren  Dennis Johnsen  
 
Bjergsen  Søren Bjerg  
 
Doublelift  Yiliang Peng  
 
Biofrost  Vincent Wang  
 
MrRalleZ  Rasmus Skinneholm  
 
Shynon  Vincente Vu  
 
Swifte  Johnny Ngo  
Figure 1.8: Roster of Team Solomid. 
Team Solomid was created in January 2011, their first team was made up of two North 
American players, two Canadian players and one South Korean player. The South Korean player, 
was also a TSM coach. In the same year the south Korean player left, and TSM had an all  North 
American nationality team. Team SoloMid had 33 players, active and former players, with a total 
of 17 players with another nationality besides North American. Their current coaches are 
Reginald (USA), Parth (India) and Revehaza (Mexico).  
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Cloud 9
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Cloud 9 (C9) is an American based team that was created in 2012. The team used to be under the 
sponsoring of Quantic Gaming, however they went bankrupt and had to release their LoL players. 
Their team continued to play under the name Team NomNom, but changed their name to Cloud 
9 in January 2013. 
 ID Name 
 
Impact  Jung Eon-yeong (정언영)  
 
Contractz  Juan Garcia  
 
Jensen  Nicolaj Jensen  
 
Sneaky  Zachary Scuderi  
 
Smoothie  Andy Ta  
 
Ray  Jeon Ji-won (전지원)  
 
Westrice  Jonathan Nguyen  
 
loulex  Jean-Victor Burgevin  
 
Bunny FuFuu  Michael Kurylo  
Figure 1.9: Roster of Cloud 9. 
Their current team has 4 American players, two South Korean players, one Canadian 
player, one French player and one Danish player. Their very first team consisted of 4 American 
players, these players still played under the name NomNom. In 2015 Rush, a Korean player, 
joins the team as the first none North American player. Since they started competing as Cloud9, 
they have had 39 players in total, with 5 players without the North American nationality. 
 
5.4.3 European Teams 
G2 eSports LoL and Fnatic both compete in the Europe League of Legends Championship Series 
(EU LCS). All European countries are allowed to compete in this Series, and the servers are 
based in Germany (Frankfurt) and in the Netherlands (Amsterdam). 
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G2 eSports LoL
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G2 eSports is an European organization founded by ‘Ocelote’. They used to be named Gamers 2. 
During the World Championship 2017 they were unable to qualify for the Quarterfinals.  
  
 
ID  Name  
 
Expect  Dae-han Ki (대한기)  
 
Trick  Kim Kang Yoon (김강윤)  
 
PerkZ  Luka Perkovic  
 
Zven  Jesper Svenningsen  
 
Mithy  Alfonso Aguirre Rodriguez  
 
Send0o  Rosendo Fuentes  
 
Hoang  Michael Hoang  
Figure 1.10: Roster of G2 eSports LoL. 
G2 eSports current player roster has 2 players that were not born in the EU, Expect and 
Trick. Their other members are PerkZ, who is Croatian, Zven and Hoang, who are Danish and 
Mithy and Send0o, who is Spanish. In 2015, Jebus, Afghan national, joined the team as the first 
none EU born player.  
In total their team have had 36 people and 5 people were are not born in the EU.  
Fnatic
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Fnatic is an eSports organization that was founded in 2004 in the UK. Yearly they play over 75 
international events across 20 different games, for example Dota2, Battlefield 4 and, of course, 
LoL.
97
 Their HQ is still in London, UK, however they have offices in Belgrade, Serbia and in 
Cologne, Germany.  
 ID Name 
 
sOAZ  Paul Boyer  
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97 Fnatic, n.d..  
 Broxah  Mads Brock-Pedersen  
 
Caps  Rasmus Winther  
 
Rekkles  Martin Larsson  
 
Jesiz  Jesse Le  
 
Special  Joran Scheffer  
Figure 1.11: Roster of Fnatic. 
Fnatic was established in 2011, after they bought the player roster of MyRevenge. Their 
startup player roster consisted of only players with an EU nationality. Fnatic competed in Riot’s 
Season One Championship in 2011 and were the first team ever to win the World Championship. 
They have qualified for 50 tournaments so far, with 15 first place victories, and are considered 
one of the best EU teams competing in the LoL tournaments. Their current player roster consists 
out of 7 people. Fnatic, in total, have had 45 players, and only 6 players who are not EU 
nationals.  
 
  
5.4.4 Korean teams 
As mentioned above, it is very rare to see a homogenous team from start to finish. Korean teams 
are part of those exceptions. The two teams that I chose are teams that never had or have any 
other nationality in their team besides South Korean.  
SK Telecom T1 and Samsung Galaxy both compete under the League of Legend 
Championship Korea (LCK). All South Korean based teams can compete in this league, their 
server is based in South Korea (Seoul). 
SK Telecom T1
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SK Telecom T1(SK T1) is a South Korea based team. SK Telecom (SK T) was originally created 
as a StarCraft: Brood War team in 2002, but they later ventured into LoL. It was created in 
December 2012 after SK T bought Eat Sleep Game’s player roster. In Feb. 2013 SK T created a 
new player roster, thus there was SK Telecom T1 S (T1 S) and SK Telecom T1 K (T1 K). In 
Nov. 2014 teams were not allowed to have two separate rosters, therefore T1 S and T1 K formed 
one team, called SK T1.  
 
ID Name  
 
Huni  Heo Seung-hoon (허승훈)  
  
Peanut  Han Wang-ho (한왕호)  
 
Faker  Lee Sang-hyeok (이상혁)  
     
Bang  Bae Jun-sik (배준식)  
 
Wolf  Lee Jae-wan (이재완)  
 
Untara  Park Ui-Jin (박의진)  
 
Blank  Kang Sun-gu (강선구)  
 
Sky  Kim Ha-neul (김하늘)  
Figure 1.12: Roster of SK Telecom T1 
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Their current player roster has 9 players, in total they have had 21 players, all South 
Korean players. This is only counting SK T1, not T1 S and T1 K. 
If we consider T1 S and T1 K as one team, they have taken 16 number one spots from the 
37 tournaments that they have qualified for, and they placed second on the World Championship 
2017. Together with Samsung Galaxy, they are considered one of the best teams in South Korea 
and worldwide.  
Samsung Galaxy
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Samsung Galaxy (SSG) is a South Korea based team. The team is owned by Samsung who 
acquired the player roster of MVP Ozone and MVP Blue in 2013. They renamed both teams, 
MVP Ozone became Samsung White and MVP Blue got renamed to Samsung Blue. Both teams 
performed very well, and the Samsung organization was considered one of the strongest 
organization ever. Like SK T1, Samsung was not allowed to have two player rosters starting 
November 2013, so Samsung released both teams and created one new team called SSG.  
 
ID Name 
 
CuVee  Lee Seong-jin (이성진)  
 
Ambition  Kang Chan-yong (강찬용)  
 
Crown  Lee Min-ho (이민호)  
 
Ruler  Park Jae-hyuk (박재혁)  
 
CoreJJ  Jo Yong-in (조용인)  
 
Haru  Park Min-seung (강민승)  
 
Stitch  Lee Seung-ju (이승주)  
 
Wraith  Kwon Ji-min (권지민)  
Figure 1.13: Roster of Samsung Galaxy. 
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Their current player rosters has 8 players, like SK T1 they have never had any other 
nationality in their team. SSG have had a total of 14 players, this is from December 2014 when 
they officially became SSG. They currently hold the title ‘World Champions’ after winning the 
World Championship 2017 against SK T1. 
The first thing that should strike as odd when reading this, is that every single team has had at 
least one South Korean player. As mentioned before, the South Korean players are considered 
one of the best players worldwide. This would also explain why the South Korean teams don’t 
have any other nationality playing in their team. It could possibly be a good follow up research to 
see what makes the South Koreans such good players that every team hires at least one, however 
my Korean is not good enough to do a follow up research on the Korean teams.  
From the eight teams that I have discussed, there are 4 teams where all their players 
currently have the same regional affiliation that their team represents. The teams are: Royal 
Never Give up (all Chinese), Fnatic ( all European), SK Telecom T1 (all South Korean) and 
Samsung Galaxy ( all South Korean).  
 Total players 
from creation 
team until now. 
Total of players with 
another nationality than 
the regional affiliation of 
the team. 
% players with a different 
nationality 
Team WE 34 9 26.5 
Royal Never 
Give up 
21 14 19.0% 
TSM 33 17 51.0% 
Cloud9 39 5 12.8% 
G2 eSports 36 5 13.9% 
Fnatic 45 6 13.3% 
SK Telecom 1 21 0 0.0% 
Samsung 
Galaxy 
14 0 0.0% 
Figure 1.14: Table of all the analyzed teams.  
When looking at the player rosters and keeping nationalism in mind, it would be easy to 
conclude that the most nationalistic supporters would be the South Korean supporters. Simply 
because they are the only team who always have fully represented their country, while even the 
teams representing a region have other players. Which already provides a hurdle to feel 
nationalistic towards these regional teams, it could be that supporters would feel nationalistic 
towards the players in those team that are from their country. The Chinese teams are representing 
one country, however they have not always had a full Chinese team.  
Therefore to understand how it is possible for players to represent a country or continent 
that is not their nationality in League of Legends, we will take a closer look at their rulebook. I 
will specifically look at their rules regarding forming a team, and playing for a team.  
  
5.5 Rules regarding the forming of a League of Legends team100: 
The rulebook provides a few additional rules to fully understand why Riot allows different 
players with different nationalities in the same team. The rulebook includes rules as to where a 
player should live to be eligible to compete in a certain team. There are two qualifications that a 
player can be deemed a resident. A provisional non-resident and a new non-resident. 
Rule 1.2.5 
Provisional non-resident: 
A provisional non-resident is a current Non-resident who has begun accruing time towards 
becoming a resident. A provisional non-resident can become a resident if the player has legally 
resided and been primarily present in the region for no less than 48 months out of the last 72 
months immediately prior to such player’s participation in the first game of the application 
tournament.  
New Non-Resident: 
A new non-resident is a player who was not on active roster of a team in the professional or 
semi-professional league nor relocated to that region for the goal of training in those leagues 
between May 11
th,
 2015 and August 1
st
, 2016. After that date, a player will be considered a New 
non-resident and unable to obtain residency only by staying within the region for 8 out of the last 
12 splits. A new non-resident player must obtain lawful permanent resident status in the region 
the player participates in. 
It is important to know how Riot classify their players and how it is possible that a player 
from a certain region can play for a team with another regional affiliation. Not only gives this 
insight in how they create these imagined communities that we have been discussing, but it also 
shows how volatile these imagined communities are and how easy they are to ‘infiltrate’ as an 
‘outsider.’ An astounding 51% of the players on Team SoloMid did not have the North American 
nationality. Even though a majority of the players did not possess the North American nationality, 
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TSM is still classified as an North American team. So, how does TSM still qualify as an North 
American team?  
Besides the rules about residency there are also rules regarding the composition of the 
team.  
Rule 1.2.3 
At least three out of five Players on the starting line-up of a team are required to be Residents of 
the EU competitive region. 
Rule 1.2.4 
All teams are required to maintain at least four EU residents across their Active & substitute 
roster. 
Considering these rules, it would be reasonable to state that the created imagined community is 
very fragile and very loosely constructed. The next chapter will tie this thesis together by 
discussing how these imagined communities influence the nationalistic feelings of people 
viewing and/or playing LoL. 
 
  
 6. Closing remarks 
The last few years eSports has become a very profitable and evolving market. And there are 
no signs of it slowing down soon. This thesis aimed to research how nationalism is 
constructed in eSports, particularly in League of Legends. To do this, several definitions of 
nation and nationalism were provided. Different scholars state different periods that 
nationalism originated from, and have different views on how it developed.  
When specifically looking at LoL, it became clear that Anderson’s definition of a nation, 
provided an almost perfect fit for what was researched. Riot made several gaming servers, 
and when making them they created their own imagined communities. In the ‘Riot world’ 
there is no France, the Netherlands, USA, or Spain; their world is based on their servers. Riot 
made North America one community and Europe one community, both massive continents. 
While on the other hand, China and Korea are their own community.  
NA – EU teams 
When researching nationalism, it became apparent that because Riot made two continents 
two communities, it was hard for people to have nationalistic feelings towards that region’s 
team. For some people their nationalistic tendencies would lie with their country of birth, 
when there is no team representing your country, it seems easy to completely switch regional 
affiliation. That is clearly shown when you look at the most popular teams in LoL, the 
Korean teams. What happened when Riot created these large imagined communities, that 
represent continents and not countries, is that people of that region felt less regional 
affiliation towards those teams and made a complete switch to teams that they perceive as the 
best teams.  
As mentioned before these imagined communities are flexible, not only for the players 
but also for the supporters. Riot made it possible for players to switch to teams with a 
different regional affiliation, which made it possible for teams to have players with other 
nationalities. Due to this, every North American and European team that was analyzed in this 
thesis has had players with different nationalities. The only requirement that Riot has, is that 
the player must live in the region that the team represents for an extended period of time. Due 
to this, it is also difficult for supporters to view a team as a team that represents just one 
region. It is also common that supporters, support one player and therefore support the team 
that player is in, regardless of the regional affiliation the team has. All of this accumulates to 
the fact that for supporters of these regional teams it is very hard to perceive these teams as 
representations of their own region.  
KR – CH teams 
It is a different story for the Korean and Chinese teams. Riot created their own servers, thus 
the teams represent a country, not a whole continent. This made it easier for the supporters to 
have nationalistic feelings and support their countries team.  
eSports is a huge market in Korea, where the players are treated like celebrities. Korean 
teams are also perceived as the best in the world in several eSports. When analyzing the 
Korean teams, both teams never had players from a different country or region in their team. 
Because I don’t speak Korean, I was not able to conduct a questionnaire under Korean people. 
However, I can imagine that the people in Korea support the Korean team immensely. It 
would seem odd if that was not the case, seeing as they have the most popular teams.  
To some extent the Chinese teams experience the same support from their compatriots as 
the Korean teams, especially during the LoL World Championship 2017 which was held in 
China. eSports is growing rapidly in China, and during the LoL World Championship 2017 
all the stadiums were sold out within minutes. For Chinese supporters, there are several 
reasons why they support Chinese teams. One reason that stood out, was that some 
supporters feel that because they speak the same language, they are from the same 
community and should support them. This was not only the case for LoL. In H1Z1 there is a 
whole army of Chinese people attacking foreigners, these Chinese players were also unified 
by their shared language. Nationalism in China is to some extent based on their past 
humiliations, this fuels their feelings of ‘us’ against the ‘rest’. Hence, nationalism does not 
only extend to supporting Chinese teams or banding together to attack foreigners in a game, 
but to the Chinese video game market as well. Several Chinese gamers prefer to play Chinese 
games, because they can support the Chinese market that way. Chinese nationalism, even if it 
is on a subconscious level, is present in eSports; it displays itself in the banding together in 
games to attack foreigners, supporting teams because of the shared language and not buying 
foreign games to support the Chinese market.  
Limitations 
While this thesis is a good start to research how nationalism is constructed in eSports, there 
are several things that could be improved. While conducting this research, there were several 
issues that arose.  
The LoL World Championship 2017 were held in China at the same time that I was in 
China. Therefore, I planned to visit several games and conduct an audiovisual analysis, as 
well as interviewing people at the games. Due to the sheer popularity of the game, buying 
tickets was impossible and conducting an audiovisual analysis would not be sufficient 
anymore. An option was to review the recordings; however, these were very one-sided. The 
videos focused on the game and on the players and not so much on the crowds. There were 
several shots of the crowd that could have been analyzed. Nevertheless, it would not have 
provided a very good overview of the general discourse of the crowd. Therefore, the decision 
was made to conduct a discourse analysis on forums discussing the LoL World 
Championship 2017. An audiovisual analysis would have been better in this aspect, because 
the LoL World Championship 2017 was in China. When conducting a research that focuses 
on China’s nationalism, it is always better to conduct it among Chinese people. Because this 
analysis was done on an international forum, and there is no way of finding out what the 
nationality is of the people posting, a very limited analysis is the result. For future references, 
it would be better to conduct the analysis while focusing on the target audience.  
I had to conduct a questionnaire instead of interviews. The main problem that was 
encountered was the closing down of the Chinese questionnaire. This caused a limited result 
among Chinese people. While my English questionnaire provided some results, I was not 
able to present the view of Chinese gamers. There was no clear reason why it was shut down, 
there was no notification and when discovered that it was closed it was easy to open it again. 
Because of the simple solution of clicking ‘open’, I believe it was a glitch in the system or a 
random mistake that caused my questionnaire to be shut down. In the future, it would be 
worthwhile to check the questionnaire several times a week to see whether it is still open, or 
to make the questionnaire on several different platforms to distribute the risks in case one 
shuts down.  
Another difficulty that arose, was the lack of academic sources. While there are enough 
academic sources about nation, nationalism and methodology, there are not enough sources 
that specifically dealt with nationalism in eSports or in LoL. Nevertheless, in the future I 
believe that will not be an issue anymore. eSports is slowly growing to a worldwide 
phenomenon that will likely be researched by scholars to examine how every aspect of it 
works.  
eSports is a relatively new phenomenon, nonetheless, it is a very interesting subject to 
research. This thesis specifically focuses on LoL and Chinese nationalism, however, there is 
a plethora of games that can be researched. Riot created their own imagined communities, in 
the future they might allow teams from one country to represent their country, instead of 
under the name of Europe or North America. eSports is a fast growing and changing industry. 
It is evident that further study is needed to obtain better understanding in how these 
communities are constructed and how they evolve over time, especially how nationalism is 
displayed and the differences among those communities.  
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Appendix  
Questionnaire English 
https://goo.gl/forms/ECbCNINbIdmMSHr93  
Answers can be viewed here : https://docs.google.com/spreadsheets/d/1T-
tei_TTdOWm0vygju5A3k7sfNc1Vu2t-yiNOFLGQsM/edit?usp=sharing  
1. Age 
2. Gender 
3. Nationality 
4. Country of residence 
5. Do you play any form of online games? 
6. Which online PC games do you play 
7. How many hours a week do you play?  
8. How long have you been playing online pc games? 
9. Why do you play online pc games? 
10. Do you play League of Legends? 
11. How long have you played LoL? 
12. What is your main reason to play?  
13. How many hours a week do you play? 
14. Do you know what eSports is? 
15. Do you watch eSports tournaments? 
16. How often do you watch eSports tournaments? 
17. Where do you watch eSports tournaments? 
18. What kind of game tournaments do watch? I.e. World Series, local, Seasonal games? 
19. Which game tournament do you enjoy the most? 
20. do you consider certain eSports teams to represent their countries better than other teams? 
21. Do you watch LoL tournaments? 
22. Where do you watch the tournaments? 
23. Do you have a favorite team?  
24. Why do you like that team? 
25. Do you support teams from your country? 
26. Why do or don’t you support teams from your country? 
27. Do you a consider a team with players from different countries still a team from only one 
country? Why? 
28. If you do support a team from your country, how would you feel if the team players with 
that nationality were a minority in their own team? (I.E. 4 Chinese players and 5 USA 
players) 
29. If you do not support a team of your country, how would you feel about your favorite 
team losing to a team of your country? 
30. How do you feel about players competing in a team of a different country than their own 
nationality? 
31. How do you feel about players from your country playing in a different countries team? 
32. Which country would you consider to have the best players? Why? 
33. Comments? 
  
Questionnaire Chinese  
https://www.wjx.top/jq/18253791.aspx  
Answers can be viewed here: https://www.wjx.cn/report/18253791.aspx  
1. 年龄 
2. 性别 
3. 国籍 
4. 居住国家 
5. 你会玩网络游戏吗？ 
6. 你会玩哪些网络游戏？ 
7. 一周内玩网络游戏几个小时？ 
8. 你玩了网络游戏多久了？ 
9. 为什么你喜欢玩网络游戏？ 
10. 你会玩英雄联盟吗？ 
11. 你玩了英雄联盟多久了？ 
12. 为什么你喜欢玩英雄联盟？ 
13. 一周内玩英雄联盟几个小时？ 
14. 你知道电子竞技（电子竞技）是什么？ 
15. 你会不会看电子竞技比赛？ 
16. 你多久看一场电子竞技比赛？ 
17. 你通过哪些网站观看电子竞技比赛？ 
18. 你会看哪种电子竞技比赛（比如世界系列赛、国内联赛、慈善比赛，等等） 
19. 你最喜欢哪个电子竞技比赛？ 
20. 你觉得有没有一个电子竞技队在这个电子竞技的舞台上会代表他们的国家较强？ 
21. 你会不会看英雄联盟比赛？ 
22. 你通过哪些网站观看英雄联盟比赛？ 
23. 你有没有一个最喜欢的英雄联盟队？ 
24. 你为什么你喜欢那个英雄联盟队？ 
25. 你会不会支持国队？ 
26. 你为什么会不会支持国队？ 
27. 你觉得具多外国人的电子竞技国队还算是一个国队吗？ 
28. 如果中国的电子竞技团队外国人比中国人多的话，你还会支持国队吗？ 
29. 在你不会支持中国队的情况下，如果你最喜欢的团队输给中国队的的话，你感觉怎
么样？ 
30. 你觉得外国人代表中国的电子竞技团队怎么样？ 
31. 你觉得中国人代表国外的电子竞技团队怎么样？ 
32. 你觉得哪一个国家暂时具有最厉害的电子竞技团队？为什么？ 
33. 如果你有任何意见，请写下来。 
Discourse Analysis
 
  
Interview Kendrick Davis 
Opening:  My research topic is eSports and I am investigating the nationalism aspect of it.  My 
main focus will be on Chinese nationalism, and how it compares to Western nationalism. 
 Describe your professional (and/or personal) experience relating to eSports. 
 
I am a journalist at Sixth Tone. I have written about eSports competitions and education 
in the past. 
 A lot of people don’t consider eSports a real sport, what is your opinion about that? 
 
I think it doesn’t need to be considered a sport – that’s why they add the “e”. It is a sport 
in that it is a very physical thing – players use their bodies, agility and reflexes to control 
their characters. After many years, their bodies can’t handle the straight and many get 
health complications. But if sports are considered to be ‘running around’ then certainly 
not. Definitely more of a sport than chess.  
 How has eSports developed over the past few years in China? And how does its growth 
compare to different countries?  
 
As far as I know, its growing faster than other countries. There are unique factors behind 
this growth – the long-term ban on console games, the ‘indoor culture’ of China (perhaps 
the result of having to study indoors so much), and the fact that, culturally speaking, it is 
not uncool or nerdy to play video games. Also the large amount of female participation is 
a big factor. 
http://www.sixthtone.com/news/1000765/Female%20Gamers%20Team%20Up%20to%2
0Knock%20Out%20the%20Competition  
 
http://www.sixthtone.com/news/1000615/Women%20Lead%20the%20Charge%20in%2
0%E2%80%98Honour%20of%20Kings%E2%80%99 
 
 For the past few years, League of Legends has been the most popular game in China, 
recently Honour of Kings has become really popular. Do you see a switch in China from 
PC games to Smartphone games? 
 To some extent yes… but a lot of it is people starting to game who used to not game.. 
honor of kings has done two things – it has to some extent cannibalized League of 
Legends (another Tencent property) by stealing some of its players, but it has also 
introduced a huge amount of people to video games – people who didn’t used to play.  
In terms of eSports… Tencent has a league and live streamers get a high amount 
of views, but the mobile eSports market is still hurt by not being ‘pretty enough’ 
graphically. The viewership experience is good for mobiles, but wouldn’t yet be suitable 
for stadiums. Also Honour of Kings is a lot simpler than Dota 2 and LoL.. the hardcore 
eSports fans still prefer those two. 
 Recently the LoL World Championship concluded in China. This was the first time it was 
ever held here, did you notice any difference from Chinese players, or spectators, 
compared to previous World Championships? If so, what kind of difference?  
 
Unfortunately, I haven’t been following the world championship that long. But they 
definitely performed better than in previous years. If you read my article about the 
(http://www.sixthtone.com/news/1001146/behind-the-screens-of-the-biggest-league-of-
legends-tournament ) competition she talked about how the home teams got a lot of 
support from fans.   
Actually, there’s no change, this nationalism was there all along, this hope for 
victory and this dream of having a strong nation. It’s just clear to see when the 
competition is being held domestically.  
 China is known as a very nationalistic country; do you see these nationalistic tendencies 
seep into eSports? And how does it show itself?  
 
It shows itself in players hoping for their own countries teams to win, and seeing the 
teams as ‘representing their territories’. Whereas in the west eSports teams aren’t really 
seen as representing their nation. This partly has to do with the way the regions are 
divided – with “North America” and “EU” (Europe) – categories people don’t feel very 
nationalistic about. Also western teams tend to have a mix of players, whereas Chinese 
teams are all Chinese. 
So when Chinese teams lose, it is China that has lost, and they lose face for China. 
When they win, it is seen as bringing glory to China. It’s a difference based on concepts – 
how they are conceptually viewed.  
This nationalistic slant also means Chinese teams have a lot more pressure, 
which may improve or worsen their performance (just like England’s football team are 
terrible because of too much media and tabloid pressure). You can check out my Dota 2 
article for great quotes about Chinese teams representing China.  
http://www.sixthtone.com/news/1000665/second-place-the-first-loser-to-chinas-eSports-
fans  
But the Chinese fans are still able to recognize their own team’s weaknesses. 
After the semi-final in Shanghai, I overheard a Chinese journalist sigh and say... well its 
simple ... they were just better, they were just better. 
 The two Chinese teams were eliminated in the half finals against two Korean teams. In 
your opinion, do you think the loss felt bigger because it was in china? (I.E. Brazil losing 
the World Cup while hosting the games) 
Yes, it was definitely felt more. It was a disaster for League of Legends, too  - they would 
have got far higher views and hype if the final was China vs. Korea. (I would have gone if 
it was… but Korea vs. Korea wasn’t worth going to Beijing for).  
Chinese fans wanted to see a Chinese team lift the cup in the birds nest stadium – 
an iconic location, due to the glory that the Olympic games brought to China. 
 You recently forwarded an article to me, which partly focused on Chinese nationalism. 
What do you think is poorly understood or unresolved within this area (in gaming)?  Why 
is this so?  
 
I would just say in general, for Chinese nationalism, its assumed that Chinese people are 
only nationalistic because they are manipulated by their government and education 
system (and control of the media). But actually, Chinese culture in essence is quite 
nationalistic, and actually in Chinese it’s not a bad word, it’s a very good word. If you 
look back in Chinese history, they thought they stood at the center of global civilization. 
So this pride goes a long way back. They think they’re justifiably proud.  
 Do you think there will be a difference between Chinese people and Westerners, in 
regards to eSports, and how they expressed or how important nationalism is to them? If 
there is a difference, what is the difference and why? 
 
I think I’ve kind of answered this. Actually, US and UK gamers can also be very 
nationalistic, it’s just not as evident and expressed in eSports. The reason is because 
many top eSports teams aren’t seen as representing a particular region. eSports has been 
fairly international since its inception. This is because its born in an ‘online world’ which 
has no boundaries. And because it was a niche activity, then talent would be brought in 
from all over the place. (famous eSports commentators come from the UK… France.. the 
US.. South Africa). In China, the use of Mandarin means they are shielded from the 
international nature of eSports. 
Also many western eSports enthusiasts are middle-class intellectuals or nerds, 
this makes them part of a kind of global elite class of thinkers. They tend to think beyond 
national boundaries. Sports like football are more universally popular and enjoyed by 
more nationalistic social classes. 
To say that Chinese are more nationalistic isn’t quite right, it’s quite hard to 
measure nationalism.  
  What do you see as the main conflicts (of analysis, priority, or value) among those who 
work on this issue?  Follow-up:  Are you aware of key figures/scholars who represent 
those different positions? 
 
I have no idea. I’m afraid I’m no expert.  
 
 What resources, either other people or published materials, do you regard as essential to 
the study of my topic/question?  Is there anything else you’d like to add that hasn’t been 
covered by the questions I’ve already posed?   
 
Well. Never forget national humiliation is a great book.  
I think eSports is just another area where this national pride is expressed, if 
China competes internationally in any domain, there will be this pride. 
 
